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Once an artist has created a base for a creature 
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The use of variation and accessories allows each member of an alien race to come across as an individual. 
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The buildings and ships of each alien race were designed to reflect the different design philosophies of their c 
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In a vast landscape, it was critical that any structure featured a distinct silhouette 
and the in reflected the functionality of the building itself. 
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Scientific ships exhibit an asymmetry and often an insect-like feel to their design 
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